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KJLECTRON1C CAME WITH MOVING 
BONUS SYMBOL ^ 

FIELD OF THE INVENTION 

The present invention relates to electronic games com- 5 
monly referred to as slot machines. More particularly it 
relates lo slot machines of ihe type which have a bonus 
sequence. 

BACKGROUND 10 

Slot machines are well known gaming devices. In the past 
they have been embodied as first mechanical and later 
electromechanical devices having three or more reels. Bach 
reel includes about its periphery a plurality of symbols (and 
blanks). When play is initialed as by inserting a wager and 15 j 
pulling a handle, the reels are spun eventually slowing to 
present symbols or blanks at a pa.yline.Tf ihe combination of 
symbols is one of a predetermined schedule of winning 
outcomes, the player receives a reward. If the outcome is a 
losing outcome^ the player loses their wager. : . 20 

Recently it has been known to provide; video displays- ! 
controlled by a processor which simulates spinning reels and j 
the presentation of winning or losing outcomes. Furthermore I 
it has been known to provide these devices with bonus"- -i 
sequences which are triggered by the player obtaining j 
certain outcomes during play of the primary game. One such 
game is a game wherein five reels, are displayed. The player 
makes a wager to enable from one to five or more paylines. 
When play is prompted, the processor simulates the spimiing _ 
of the reels and the eventual presentation of outcomes for 
each enabled payline. If the player has a winning outcome, 
on any enabled payline they receive a reward. If the player 
receives a bonus enabling outcome, the display switches to 
a bonus display. In one machine the display is of a barnyard 
where Ihe player is requested to select one of live displayed 
pigs Upon making the selection, the display displays a , 
farmer washing the mud plT of the pig to reveal a bonus. In 
another game five fishermen axe shown and the player is I 
prompted to select one. The. display shows the selected : 
fisherman reeling in a fish to display the bonus. I 

These bonus game <havc gained popularity in casinos. 

in another type of game, when the player obtains a 
predetermined outcome during play of the game, a sequence 
is initiated wherein a wild symbol marches through the ^ 
display creating different combinations and different pay- 
outs* One such game is as described in .Australian Patent 
AU-B436 13/97 published Feb. 5, 1998 by Bennett and titled 
"Slot Machine Wuh Roaming Wild Symbol". 

Bonus games are, as stated above, popular among players. 50 
. However, one drawback is- that, in one type of machine, the 
player only gels to select symbols as a means for randomly 
selecting a bonus. The player, by obtaining a bonus enabling 
outcome knows they are going to obtain a bonus, he just 
does not know how much. There is no means by which the 55 
. player might expect to increase his bonus during play or 
presentation of the bonus sequence. With roaming wild 
symbols, the prize of the feature depends on combinations 
created by the roaming wild symbol while moving from 
position to position. 6u 

In HcK>ker, U.S. Pat. No. 4,184,683, a slot machine is set 
forth where the player can hold a reel for the next spin of the 
remaining reels in an effort' to obtain a winning outcomes 
a payline. This game does not relate lo bonuses in relation 
to the play of a primary game. 65 

There is a need for a slot machine game and method 
which overcomes the drawbacks noted above, which pro- 
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vidcs for a bonus sequence and which provides the player 
during the bonus sequence with a chance to increase the 
bonus to be awarded. 

SUMMARY 

There is, therefore, set forth according to the present 
invention, an improved electronic gaming device of the type 
including a display, means for accepting a wager, a proces- 
sor programmed to, when prompted, control the display to 
display at least three reels each in a spinning mode con- 
cluding at a stopped mode whereat a plurality of reel , 
symbols are displayed on said reels selected from the data 
structure defining a winning or a losing outcome based upon 
the combinalion of symbols displayed- on the reels and 
15 means for issuing a reward to the player when a. winning., 
outcome is obtained. One or more payHncs are provided, 
with the symbols or blanksaligncd there along defi ni n g the 
outcome(s).. The arrangement of symbols scattered any- 
where on the display can also define additional winning 
20 outcomes. The processor , is programmed, configured, and 
adapted to sense the: occurrence of a predetermined bonus 
trignering event. While the triggering event may be external 
to the device such as a signal from another processor, in the 
preferred embodiment the triggering event is the player 
25 obtaining at the display one or a combination of. symbols. 
For example the triggering event may be the display of a 
feature symbol' on one reel and the display of a landing 
symbol on another, adjacent reeL In response to sensing said 
triggering event the processor is adapted to initiate a bonus 
30 sequence and control the display to display a designated 
symbol moving Trom a first position to at least oucor more 
landing positions on the display. Means are provided for 
issuing a bonus award based upon the number of landing 
positions moved to by the designated symbol. 
35 The designated or landing symbol may be a game symbol 
which can be used to form a winning combination during 
play of the underlying game. 

In a preferred enobodiment, the processor controls the 
^ display to display a- designated feature symbol, when 
selected, at only the left most reel in the display presentation 
and any selected landing symbols on the: other reels. In the 
most preferred embodiment, the triggering event is when the 
symbols selected and displayed display the feature symbol at 
45 the left most reel and a landing symbol on the adjacent reel.. 
The Jfcaturc symbol would therefore be shown to move to a. 
landing position associated with the landing symbol. If 
landing symbols are displayed for all reels the, feature 
symbol moves sequentially from left to right' from Tone 
cn landing symbol to Ihc ucxL Based upon how many reels Ihe 
feature symbol can progress through the player wins a bonus 
award. I f ihcTC fs no landing symbol on a reel, the processor 
senses this condition and in one embodiment controls the- 
display to display a bonus terminating sequence such as the 
„ feature symbol frog falling or jumping from ^ihe display 
According to another embodiment, if the triggering event 
has occurred and the processor senses that the next adjacent 
- reel does not include a landing symbol, the processor 
reselects symbols for that reel and displays that reel 
> n Spinning to display Ihc newly selected symbols including 
a landing symbol, if any. if the rc-sclcction includes y 
landing symbol, the feature symbol moves to that reel and 
the foregoing is repeated for the next reel. If, not, the 
lernnnalion sequence is initialed. 
65 In the preferred embodiment, if the feature symbol can 
progress across the display to all reels, the processor ^initiates 
a celebration sequence whereupon a celebration image is 
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displayed lo interact with the feature symbol as by showing 
a Princess kissing the frog feature symbol. I 

Still farther the feature symbol and landing symbols can 
be incorporated into the theme of the game by providing | 
jumping frogs, insects, fish, dogs, athletes or the like. 

BRIEF DESCRIPTION OF THE DRAWINGS 

These and other features and advantages will become 
appreciated as the same becomes better understood with 1Q 
reference to the claims description, and drawings wherein: 

KICKS 1 through 12 show various displays during the play 
of the game, with only FIG. 1 showing the various paylines 
for the game; and 

FIG. 13 is a logic diagram for the play of the game. 15 

DESCRIPTION 

turning to the drawings, FIGS. 1-12 illustrate sample 
displays for a device according to the present invention^ ^ 
With reference to FIG* 1, there is shown a display 10 which 
is controlled by a processor (not shown) lo show jive reck 
12o-*, each of the reels 12o-* showing one or more symbols 

14. \ . • • , 

To play the game according ui the present invention, a ^ , 
player makes^a wager which may be coins, tokens,, cash , 
script, crediLs or the like in a manner known in the art. ITie I 
player then prorrrpLs the play of the device whereby the 
processor controls the display TO to simulate each of the 
reels 12a-* in a spinning mode giving, the appearance that 3(J 
the reels 12a-* are spinning, the reels 12*-* eventually - 
stoopum to provide one or more outcomes for the play of the 
primary game. As shown in FIG. 1, the reels 12*-« are 
shown in the stopped position where the outcome is denned. 
One or more paylines 13o-* may be provided as is well 35 I 
known in the aft for the display 10. Depending upon the ( 
combinations of symbols 14 or blanks (locations on the reels 
12a-* which have no symbols 14) aligned along any enabled 
paylinc 13a-*, or upon the combination o£ scattered sym- 
bols 15 any where on the display 10 (i.e. alignment ol ^ 
scattered symbols 15 along any payline 22*-* is not 
required), the player obtains winning or losing outcomes Tor 
the game. This feature is known in the art. 

When the reels 12a-* have slopped to define the outcome 
(s) for the primary game, (he processor -senses Uic positions 45 
of the symbols 14 in relation to any established paylines 
13a-* and compares the combinations of symbols 14 along 
those paylines 13a-e to a schedule of preestablished, win- 
ning combinations. If a player has obtained a winning 
combination along any payline 13a-e, the player is issued an 50 
award. The processor also senses the position ot the scat- 
tered symbols 15 and compares the combination of these 
symbols 15 on the display 10 to a schedule of pre- 
established scattered wmning combinations. If the player 
docs not have a winning combination along a paying 13a-*, 5S | 
for that paylinc 13a-*, the player receives no award. It tne 
player does not have a winning combination for scattered 
symbols 15, for scattered combinations, the player receives 
no award; Again, this concept is known in the art. 

The primary or basic game according to the present 6n 
invention is adapted to be played serially; with a player, 
inser ting a new wager and prompting the device to play 
another, "hand." 

With reference to FIG. 1, there is shown provided on one 
or more of the reels 13a-* a designated bonus symbol 16 o5 
shown as a fanciful depiction of a frog sitting on a hly pad 
According to the preferred method for playing the game ot 



4 

the present invention, this bonus symbol 16 only appears on 
the left-most reel X2a on the display 10; however, it should 
be understood that the bonus symbol 16* could be provided 
on other reels 126-<? as desired- Also preferably, the bonus- 

5 symbol 16 includes a feature symbol 18 shown as the frog. 
With reference to FIG. 2, there is shown on reel 126, a 
lanrh'Tig; symbol 20 depicted in FIG. 2 as a hly pad. In the 
preferred embodiment, each of the reels 12t>-e is provided 
virtu ally with one or more landing symbols 20. 

10 The bonus symbol 16 and landing symbols 20 can be 
symbols for the game in that they can form in whole or in 
part a winning combination for lie primary game. 

The play of the game according to the present invention 
will now be described. 

15 - To play the game, the player maJees a wager which can be 
iiom a minimum amount of one credit, coin or token to a 
maximum amount provided for the game. Tne number of- 
paylines Xto-e provided may dictate the maximum amount, 
which can be wagered, .b'or lie example shown on. the blO^ 

20 1 the game display 10 has five paylines U3*-e repressing 
three horiysonlal lines cutting across all of the reels \2tt-a as 
well as two reflecting diagonal lines. The player, enables the 
pay lines \3a-e by increasing wagers. For example, rf the^ 
player wageis five units or credits, all five pay lines i3or-v 

25 would be enabled. 1 f the play cr wagers a single credit, or uni t, 
only payline 13a would be enabled. As a further feature of 
the game, the player may be able to wager multiple credits 
or units for each of the paylines 13<*-c?. The player prompts 
play as by a^ressing a button^ touching a touch screen input 

3U device or the like. For purposes of the foEdwing description, 
it shall be assumed that the player makes a maximum wager 
permitted by the device, e.g. five units times five paylines or 
twenLy-Hyc units, for each hand of play. x 

35 After the player has made the wager, the device is enabled 
whereupon the processor randomly selects from a data 
structure the symbols 14 and any bonus symboi(s) X6 or 
landing symbols) 20 which may be displayed at the display 
10. The processor Tetrieves the selected data and controls the 

40 display 1° u > display the reels 12o-« in a first mode as 
spinning and thereafter to . display the reels \2a-e tn a 
stopped condition to display the selected outcomes for each 
of the payKnes 13a-e. Depending upon the symbols 14 
obtained aiong the paylines 13«-«?, for paylines 13o-e, the 

45 player either loses or obtains a reward. Depending upon the 
scattered symbols 15 obtained on the display lO, for scat- 
tered symbols 15, the player either loses or obtains a reward. 
For-purposes of explanation only, the following is a schedule 
of winning outcomes for the game shown in the drawings. 
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TABLE 1 



NUMBER OF SYMBOLS 
SYM HOI . Al X5Nt i A PAT1 4NH PAYOIJT 



.Jester 



King 



5 . 5000 

+ 1000 

3 ™» 

2 10 ■ 

1 * 

5 500 



-4. 150 

60 3 . 25 

2 ' '5 

-5 500 



"Qocen 



150 

3 25 



4- 



2 



5 



65 Prince Down - 5 25° 

" 4 1110 



TABLE 1 -continued 
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NUMBHR OKSYMHOI.S , 
SYMBOL ALONG A?AYXJNC PAYOUT $ 

- 3 20 . - 

Acc ^ 200 

4 40 

3 ■ 15 ; 

5 150 ' . 

4 25 10 

3 .■ ...... 10 . 

5- 100' 
■ ' - '4 20 

3 5 
• Number of symbols < 

Anywhere on Iho display 15 

Scatter SriM • * 1«| 

4 15 

3 - , ■ .2 . . 

' -* • " 2U 

* It should W understood that any.othcr schedule of sym- 
bols couJd be used fpr thc play of tho game;/ : / : V I 

jbcpcnduig upon the combination of symbols along the 
paylihes 13*-*, or on the -display 10. the player loses or 
receives otic or more rewards for the play of the primary 25 j 
game If, the designated reel 12a confining Oie bonus ! 
symbol 16 is displayed with the adjacent reel 12/> having a 
{ landing symbol 20, e:g. they are on adjacent reels 12a,i?, a 
bonus sequence is triggered for the play of the game. As 
illustrated in the drawings, with reference to FIG- 2, this 30 
condition has been obtained with the bonus symbol 16 being 
on reel 12a and a landing symbol 20 being on reel 12£, For 
play of the game according to the preferred embodiment, 
alignment of the bonus and landing symbols 16, 20 along 
any^ayunc 72a-e is not required. All that is required is that 35 
they appear on adjacent reels 12*-<? on the display 10. When 
the bonus condition is sensed by the processor, ihc bonus 
sequence is triggered for the game: According to this 
sequence as shown in FIG. 2, the processor controls the , 
display to show the feature symbol 1* jumping across the 40 ! 
display to the landing symbol 20. Tf the. third reel 12c - j 
includes a landing symbol 20, e.g. the lily pad, the feature 
symbol 1 8 would also progress to thaL landing, symbol 20 on j 
the reel 12c. However as shown in FIG. 3, reel 12c does not. 
include a landing symbol 20, Tf this condition is sensed by 4 5,j 
the processor, the processor controls the display 10 to 
simulate re-spinhing of the reels 12c-e to obtain a present j 
tation of randomly selected symbols 14 therefor. If one of 
the symbols of the reel XZc after re-s pmnmg is simulated is I 
a landing symbol 20, as shown in the drawings, the feature 50 , 
symbol 18 progresses from reel X2p to reel 12c. 1C the fourth 
reel 124 included^ landing symbol 20, e.g. Ihe Hly pad, the ! 
feature symbol 18 would also progress to. thai landing 
symbol 20 on the reel 124, and: then to any further landing 
symbol20 that may be displayed on the Hflh reel 12e: On the 55 j 
other hand, if the re-spinning of reel 12c did not result in the j 
display of a landing symbol 20, e.g, the lily pad, the f 
processor would sense that condition and control the display 
10 to show a terminating sequence depicting, the- landing -j 
symbol IS either not- progressing further or jumping or 6 „ j 
falling from the display 10. j 

The foregoing sequence continues with the remaining, . 
reels 124* as shown in FIGS. 5-10 untal either, the feature j 
symbol 18 makes it across all of the reels 12a-€ or the 
terminating sequence is initiated- to show, for example, the . 65 j 
feature symbol 18 falling off of the display 10 due to thcOack - j 
of presentation of a landing symboi 20 on any nght adjacent . | 



reels 124*? after re -spinning. As shown in KIO. 9 where the j 
final reel 12e docs not display a landing symbol 20, the 1 
feature symbol 18 is displayed diving from the display 10. i 
II is to be noted that the re-spinning of the reels 12c— if j 

5 required, provides the player with the opportunity to obtain 1 
a landing symbol 20 where none existed before. This main- ' 
tains the players attention in the game as well as increases ■ 
the excitement as the player watches the progress of the 
feature symbol 18 across the display 10. 

10 Depending upon how many reels \2a-e the feature sym- 
bol 18 can progress, the player is provided with a bonus. For 
example, if the feature symbol 18 can only progress to reel 
126, the player receives a bonus of five units. If the feature 
symbol 18 can progress to reel 12c, the player receives a 

15 bonus of 10 units. If the feature symbol 18 can progress to 
reel 12d$ the player receives a bonus of 20 units and if the 
feature symbol 18 progresses across all of the reels 12a-e, 
the player receives a bonus of 100 credits. 

As shown in FIGS. 10-12, a further feature of the game 

2U is that if the feature symbol 18 can progress across ail of the 
reels in the' manner described above, the processor 

senses this condition and controls the display 10 u> provide 
a bonus celebration display wh ich may display, tor example, 
a Princess 22 progressing across the display 10 U> kiss the 
feature symbol 18 which is a frog. 

After all winning combinations along the pay lines 22a— e 
and the winning combinations for the scattered symbol 15 
have been resolved and any bonuses have been rewarded, 

30 play is concluded. To play another game, the player must 
deposit another) wager. 

With reference to FTG. 13, a logic diagram for play of the 

. game is shown. At 30 the player inputs their wager to play 
the game and at 32 prompts play. The computer processor, 

35 when prompted, at 34 selects from a first data structure 36 
the symbols 14, 16, 20 to be. displayed at the display 10 
defining the outcome(s) along the paylines 22o-e. The first- 
data structure 36 may contain the universe of symbols 
weighted in such a manner as to simulate their distribution 

40 around the periphery of the virtual reels 12a-c* or may 
contain lis tings of symbol combinations representing a seg- 
ment a virtual reels After the symbols have been 
selected at 34, the -processor at 38 initiates a firsi display, 
sequence where the reels \2a-e are shown as simulating 

45, rotation and in a second condition where they slow/and stop 
U> define the oulcome(s) for the game. The processor at 40 
compares the symbols 14, 16, 20 and their location at the. 
display 10 in reference to the paylines 22a— e to a predeter- 
mined schedule outcomes contained for example in- a second 

50 data structure 42. The second data structure 42 may contain 
the combinations referenced above in Table 1. If a corre- 
spondence exists, the processor issues rcward(s) for any 
such combinations along any paylines 22 a— e and for the 
scaUcrcd symbols 15. The processor aL 44 compares the 

55 outcome displayed at the display 10 to determine whether or 
not a bonus initialing and bonus and landing symbols 1 6,20 
are in positions so as to initiate a bonus sequence. If they are 
not in position U) trigger a bonus sequence, the game is over 
and any- rewards from the primary game are issued to the 

6U player at 45. if, a bonus sequence is initiated by having, for 
example, the bonus symbol 16 on reel 12a and the landing 
symbol 20 in reel 12b, the processor controls the display at 
46 to show the feature symbol 18 moving from reel, 12a to 
the landing symbol 20 on reel 126. At 48, the processor also 

dS senses whether or not a landing symbol 20 appears on the 
third reel, 12c if not, at ; 50, the processor controls the 
display 10 to simulate rotation of the third reel 12c, the 



